Shaping Up To Serve You Better 


A lot has happened at Toon Boom since the last issue of the Toon Boom News. The big news is that we have 
moved! Toon Boom now occupies a former textile complex alongside the picturesque, historic and vibrant Lachine 


Canal on the south side of Montreal. The new office is in keeping with Toon Boom’s dynamic, audacious and 
ding-edge corporate identity, with plenty of space to nurture and support its growing family of customers 


and employees. The high-end commercial loft provides us with an auspicious, comfortable, spacious and inspiring 
creative zone, illuminated by light streaming through panoramic windows. Next time you are in town, make sure 


you visit ust 
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In January, the Toon Boom team had the privilege 
to catch up with Brad Paisley when he performed at 
Montreal's Bell Centre This highly-acclaimed country 
star has received Artist of the Year at the 2010 American 
Country Awards, Favorite Country Male Artist at the 2010 
American Music Awards and Entertainer of the Year at 
the CMA Country Music Awards. His first visit in Montreal 
s and all his fans were thrilled by his 
sity Brad Paisley is also a long-time 
n Boom fan and creates animation for nstrumental 
pieces using Toon Boom Studio Watch the video on Toon 
Boom's YouTube Channel (http //tiny cc/einxo) 

Another significant project worth mentioning is Toon 
Boom’s new web site Developed in phases, this new 
site brings significant improvements in terms of user 


was a huge succe: 
talent and gene 


experience and navigation. The first area to be launched 
is the one dedicated to Professionals Animatio 
and freelancers can easily find information 
Boom's offerings that best fit their needs and refer to 


studios 
ut Toon 


existing customer experiences to discover what they can 
create 


In in the 


Fun or Professional product areas 


Contact enterprise@toonboom.com for your copy 


Toon Boom's spring calendar reflects our high level of 
activity Our team will visit customers in Asia, The Carib- 
bean and Europe, and will celebrate Canadian Animation 
in Singapore with the Canadian High Comm n and the 
Institute of Technical Education. On the trade show and 
festival front, the team will attend MIPTV, Booth C1.05, 


2 Toon Boom Nev 


in Cannes, France, on April 4-B, Cartoons on the Bay, 
in Rapallo, Italy, on April 7-10, AQUOPS, Beeth 54, in 
Quebec City, Canada, on April 11-12, Casanim, in Meknes, 
Morocco, on April 12-18, MIFA, in Annecy, France, on 
June 8-10 and New Media Conference (NMC) in Madi- 
n, WI, US, on June 15-18 See you 


on! 


Going 360° with Apple 


Toon Boom is the worldwide leader in digital content 
and animation creation software, and is fully committed 
to the Apple community. It prides itself in developing 
creative applications that are a perfect fit for this inventive 
and talented community 

“An amazing synergy exists between Apple and Toon 
Boom Animation, as our award-winning applications are 
used by the largest animation studios in the world, while 
Apple products are the most popular devices in the 
world," said Joan Vogelesang, President and Chief Execu- 
tive Officer of Toon Boom Animation “Toon Boom is an 
amazing example of the potential that can be unlocked 
by applications that can run smoothly on any Apple plat- 
form" 

With all of its products now Mac compatible, Toon 
Boom has started deploying fun applications for iPad, 
iPhone and iPod touch And this is only the beginning! 


Connect to the iTunes AppStore or the Mac AppStore, 
search Flip Boom and start having fun! 


Shattering known boundaries with Harmony 


The Harmony Solution has always been the vanguard 
of animation technology, enabling studios to efficiently 
produce high quality animation 

Building upon its impressive track record, the New 
Harmony Solution opens the door to amazing creative 
possibilities that were unforeseen The fact that Bardel 
Entertainment, Atomic Cartoons and Big Jump Produc- 


tions are on board with Toon Boom speaks volumes and 
gives a hint of what this version delivers These former 
Flash power-houses adopted the Harmony Solution and 
many more are following The New Harmony Solution 
will be revealed at MIPTV, Booth C105 If you are not 
attending, ourteam will reach out to give you a complete 
tour of this ground-breaking version 


CONGRATULATIONS 


Toon Boom is honored to congratulate customers who 

have been rewarded the excellence of their work 

And the winners are: 

© = Nahdet Misr recipient of the 2010 Production Gold 
Award in Animation from the Arab Media Festival, 
for ZIZO's Adventures which was broadcast on Eqyp- 
tian TV. 

* Rubicon Entertainment/MGM Television recipient 
of four 2011 Kidsereen Awards for Pink Panther 
& Pals in the following categories: Preschool, Best 
Animated Series 2011; Creative Talent, Best Direct- 
ing 2011 and Best Music 2011; Viewers Choice, Best 
Preschool Program 2011 

© Totally2D represented by Tafadzwa Tarumbwa 
whose projects, Salad Chick and animated musical 
video Mirira were nominated for National Arts Merit 
Awards in Zimbabwe, in the Outstanding Screen 
(film) Production and Outstanding Musical Video 
categories. 
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Nahdet Misr 


© N.E.mation! 5 participants who brilliantly created 
amazing animations on the theme of “Home - We 
make or break” and more particularly the winning 
entry titled Dear Singapore by BAMM! (A group of 
students from National Junior College). 

© ~e@Mation recipient of the Toon Boom plaque for their 
support and for being the largest Toon Boom instal- 
lation in Korea. 


TOON BOOM STAR 


This section is dedicated to Toon Boom employees. In each 
issue, we will introduce you to the people behind the tech- 
nology and put a face to the voice you may have spoken to. 


Debbie Hoffman joined Toon Booms Technical Support 
Department in 2008. While she first focused on support- 
ing Toon Boom Studio customers, it was quickly realized 
that she was a great asset and was given the responsi- 
bility of Harmony customer support. This role included 
assisting Harmony customers during installati 
ing that their hardware conform to our specifications and 


, ensur- 


verifying their network setup, Debbie is able to replicate 
and resolve issues by remotely connecting to their site. 
Customer Support has always been one of our strong 
points and one which we take great pride in. Debbie's 
excellent work ethic reinforces this, making her a valuable 
contributorin upholding Toon 
lence. Her speed and efficacy are evidence of her genuine 
interest in assisting and satisfying our customers. Debbie's 
role expanded in late 2010 to include customer service, 


m’s reputation of excel- 


ers interested in our kids and 


where she assists cus’ 
home users products. Before joining Toon Boom, Debbie 
worked as technical support specialist for a chiropractic 
patient management software 
up systems in prestigious clinics, gave training on the 
software and participated in several international trade- 


impany, where she set 


shows and seminars. She then became Director of the 
call center, in charge of customer satisfaction. Debbie is a 
qualified Microsoft Certified Professional and a Network 
Specialist with a background in TV Production. Her strong 
technical capabilities are matched by her prolific creativ- 
ity. During her free time, Debbie writes screen plays, 
mposes music, draws and creates skin care products! 
Ambitious projects for an ambitious woman, a true reflec- 


tion of her wonderful personality. 
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INDUSTRY TIP 


By Mark Simon 


Directors Love Storyboard Pro 


Every director |have 
ked with using 
Storyboard Pro has 
been amazed at the 
speed and flexibility 
at which I can work 
while using it 


lam currently bo 
ing on a Fox film with 
director Alex Zamm, 
who will soon direct 

Marvin The Martian | Mark Simon and Alex Zamm working 
end Wiicsa adits on a Fox film Mark's tablet PC on 


include the Beverly S 
the left 1 wng Storyboard Pr 
Hills Chihuahuas 2, beeches fanaa atari 


Inspector Gadget 2 


Alex, like many other directors, didn’t feel that we would 
have time in our limited schedule to produce animatics of our 
effects sequences That is, until | showed him an animatic that | 
produced as quickly as | could sketch out the rough boards 


He took a few minutes with me late one night after we wrapped 
and answered a few questions about working with Storyboard 
Pro (SBP) 


Mark: Have you ever worked with SBP on a project before? 


Alex: No. It's my first time. I've worked with lots of story- 
board artists on projects, some who work digitally and some 
who work just on paper, but it’s my first time working with 
Storyboard Pro. I'm thrilled. 


Mark: — What do you think about the speed? 


Alex: | find the process is greatly accelerated with this soft- 
ware. It allows me and the artist to have a much more dynamic 
dialogue. We're able to see and work much more quickly and 
build an animatic as we're working, as opposed to handing it off 
to other people to build the elements in an animatic. 


The other thing | really love about it (the animatic portion of the 
software) is that it forces the storyboard artist to see their work 
as a movie and not just as individual panels. That to me is the 
exponential growth | think that’s been lacking in storyboarding 
That sometimes people see them as panels and they're meant 
to be moving pictures. 


I've boarded with Photoshop and while | love the drawing tools, 
it’s a royal pain to move panels around and I can't play back 

my sequences real-time as | work. Plus, there are cool track- 
ing features, renumbering, layer animation and more features 
specific to what we need. 


This is software that makes me better and makes me look 
better to the producers and directors who hire me. That's a 
winning combination. 


Mark Simon is President at Animatics & Storyboards, Ine 
www. Steryboards-East.com 


ei Films & Infinite Frameworks 


When Eric Khoo embarked on Tatsumi, a 93 minute animated feature in Japanese, he brought on animation house 
Infinite Frameworks Studios (IFW) to lead the charge of his first foray into the animated film. 


ous how this project 
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Drifting Life Mr Tatsumi’s narration guides us through the 
various chapters of his fiercely independent life as an artist 
and the influences over his works 

As for Eric, he is heading Zhao Wei Films, an indepen- 
dent film house based in Singapore and dedicated to 
nurturing local talent Under his direction, the company 
has gamered several prizes and awards internationally 
Indeed, Eric put Singapore on the intemational film map 
with his first feature film Mee Pok Man followed by 12 
Storeys, the first Singaporean film to be officially invited to 
Participate in the 50th Cannes Film Festival 

Eric has been a fan of Yoshihiro Tatsumi for over two 
decades and was so “blown-away” by Tatsumi’s autobi- 
ography -- A Drifting Life -- that he decided to turn it into 
an animated feature “His life story was inspirational, | was 
extremely moved by the love and passion he has for his 
craft, and the trials and tribulations he went through in 
pursuit of it," said Eric 

Born in 1935, Yoshihiro Tatsumi is one of the most influ- 
ential manga artists Growing up in post-war Japan, Mr 
Tatsumi had to face his family challenges and felt the need 
to express his feelings in a creative fashion He started 
drawing manga in seventh grade, quickly rebelling against 
the conventional iconography that was popular at the 
time This is how gekiga, a new manga genre was created 
Published for the first time in 1957, Tatsumi’s gekiga tells 


powerful adult-themed stories of social misfits, wounded 


souls and tortured beings, all illustrated with outstanding 
visuals “Most of my stories were inspired from the news- 
papers," explained Mr Tatsumi 

His work has been translated into 17 different languag- 
es Aproject to publish an annual compendium of his work 
has been undertaken by Drawn and Quart 
pendent Canadian publisher Each pub 
on the highlights of one year of his work, beginning with 
1969, 

In 2009, Mr Tatsumi was awarded the Grand Prize at 
the 13th Annual Osamu Tezuka Cultural Awards and 
in the 2010 edition of The Best Manga, A Drifting Life 
was voted second out ,000 entries The book 
won him multiple Eisner awards (Best Reality-Based 
Work and Best US Edition of International Material-Asia), 
announced at the 2010 San Diego Convention 
More recently, it has also been touted as one of the m 
anticipated animated movies e seen by the prestigious 
Cahier Du Cinema (January 2011 e) 

Eric decided 
had such a profound influence on me when | was a young 
comic artist before | became a filmmaker When | look back 


ly, an inde- 


ion will focus 


make a tribute film on Tatsumi. “He 
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ort films, | can see Tatsumi written 


cious level, | was, and still am, 


tragic, powerful and yet humane 


Eric met with Mr Tatsumi to discuss 


iis blessing. A wonderful adventure 


Producing a feature outside of Japan about such an 


impressive Japa 


figure made the animators even more 
determined to remain true to the Japanese authenticity 
All of the drawings were based on Mr Tatsumi's original 
fit the b en Phil Mitchell, 
r, and his 25-man production crew 


artwork and adapted t 
IFW's Animation Dir 
had to fulfill Eri 
“Making a movie involving the work of a cultural icon such 
as Yoshihiro Tatsumi is always going to pose problems for 
any non-Japanese production team,” said Phil 

“We have had to study and learn his drawing tech- 
niques, for example, his use of cro 
der to 


a direction and vision of the movie 


hatching, line quality 


and shading, in 


successfully and faithfully rein- 
as animation. A secondary, but equally 
n has had to be accuracy in the 
culture and customs - for exam- 


ple, how to bow to another person to show the correct 


level of deference, how to hold chopsticks, even the 


oA ds in recent 


urs prevalent in clothing at different per 


history To miss the mark on either of these two would be 


to seriously undermine the movie's authenticity” added 
Phil 

The unique black and white look and feel in some chap- 
printing 


ters and the particular tones related to Japan 


in others called upon Harmony's powerful 


capabilities th 


management and 
production. "It is 
their work in real-time to make sure it remains compliant 


mpositin 


very important for our artis 


with the creative direction Harmony helps our anima’ 


of the high- 


to focus on their tasks while creating animatio 


est quality," explained Phil 
The ability to 
Tatsumi's world proves to be an additional asset for IFW 


et up impressive camera moves in 


to use Toon Boom Harmony “All backgrounds are multi- 
layered and richly detailed to remain true to Tatsumi's 
unique drawing style Navigating through a Japanese 
landscape making full use of the multiplane cameras 
makes the scenery even more captivating and real 
added Phil In addition, Harmony's powerfu 


I 


engine enables art king special effects 
k and feel 

“This cultural and artistic accuracy has had to be 
balanced with a desire to make the movie accessible to 


viewers around the world who may not be so familiar with 


to apply rich 
in real-time, replicating the original | 


Japan or with Tatsumi’s work. This has meant that Japa- 


onventions have 


nese cultural accuracy and storytelling 
had to be interpreted 
ble, without rendering them invalid or inaccurate, in order 


learly and transparently as possi- 


to allow a non-Japanese audience to enjoy the movie," 
cluded Phil 

The project is now completed “| am so pleased with 
Phil, Jebbie, Rafael, Widi and the rest of the great anima- 
tio id Eric The entire 


IFW's team feels privileged to have the opportunity to 


team for bringing Tatsumi to life! 


Participate in such an honourable project and demon- 
strate their ability to create high quality animation using 
Toon Boom Harmony 
If you are a manga fan, Tatsumi is a must-see feature 
els the gekigo genre into the world 
ic strips to books and now to the 
een, Mr Tatsumi's legacy just 
. 


that s 


of animation. Fro' 
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ind a creative way 


David Calcano 


Cartoons About a Crazy Fan Draw Business for Small Studio 


With over ten years experience in animation and a renowned set of client credentials, Nosecode Productions is a one- 
stop-shop for animation services, with a talent pool spanning the UK, Latin America and the US. Their mission is to 
entertain and inject happiness into the audiences around the universe. They focus on telling the best story possible, 
either creating compelling and original characters, or working with their client's characters. Their business diversifies 
between creating original series and entertaining audiences around the planet to sell products and brands through 
multi-channel campaigns. These include: animated series for mobile, print media, TV or web; games development; 
apps development or simply a campaign that requires all of these services working together towards a common goal. 


The dynamic team includes David Caleano', Writ- 
er/Producer, Alberto Hadyar?, Director; and, Jesus 
Marquez’, 3D Animation Director. With almost twenty- 
five years combined experience each team member 
brings a wealth of knowledge in content development, 
animation direction and production. 

As they wanted to create their own original work, 
David and Alberto ded to launch a new concept that 
would find its inspiration in their passion for music, enter- 
tainment and animation. This is how Fantoons was creat- 
ed, telling stories about a crazy fan chasing celebrities. In 
the first pilot episode, the team decided to create a paro- 
dy around Michael Jackson. After writing several scripts, 
they designed a character with a fun personality and did 
many t to perfect the style. Toon m Animate 
was the main tool on the first installment of the frame- 
by-frame production. “Warner Brothers’ cartoons have 
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always been a big influence for me, and it was important 
for us to evolve that look and feel and develop our own 
style for Fantoons where Alberto played a pivotal role as 
director", explained David Calcano, Creator of Fantoons. 

Once all storyboards were done and approved in 
Venezuela, the animation production could start. Having 
few resources to work on that side project and only 24 
hours in a day, Alberto relied on some manga principles 
and limited animation to simulate movements and mini- 
mize the drawings they had to do. "Previously, we used to 
create our animation using After Effects. Thanks to Toon 
Boom Animate, we could minimize the production time, 
all the way from clean-up, to ink and paint and anima- 
tion,” said David. 

Being well known for their commercial work, the goal 
was to give NoseCode Productions a new voice in the 
industry, the reception they received was amazing. The 
Fantoons pilot was selected, and received rave reviews, 
at several festivals such as Klik! Animation Festival in 
Amsterdam, Marbella International Film Festival, Cine- 
fringe in Edinburgh, Linoleum in Moscow and Portobello 
Film Festival in London. The team has received several 
awards for their 2D work and wanted to further demon- 
strate the extent of their talent and creativity beyond 
commercials and visual effects. 

Fantoons was designed to be a series from the begin- 
ning. After the Michael Jackson parody, David wrote 
parodies of Lady Gaga, U2, Ozzy, Justin Bieber and The 
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Who as new Fantoons adven- 
tures. Even though the studio 
was very busy, the produc- 
tion had to go on. As a result, 
they decided to partner with 
HolyCow Animation in the 
Philippines for the anima- 
tion production of the new 
episodes. Building upon their 
experience using Toon Boom 
Harmony and creating traditional 
animation, HolyCow delivered 
high quality animation on the next 
two installments, providing their 
own take on Fantoons. “The Lady 
Gaga short is now completed and 
we are in the middle of a short featur- 
ing a U2 parody; the results have been 
amazing. People laugh and enjoy life for 
two minutes with the Fan no matter how 
bad their day could be; and that’s what 
our company is all about", said David. 
The work was spread over three 
continents. While the writer/producer 
is in London, the pre-production team 
is in Caracas and the animation team in 
Manila. “This meant literally no sleep for me 
during the project, because of the differ- 


ent time zones, | reviewed the project scene by scene, 
then combine Alberto’s comments and | would send them 
either by email or through weekly conferences on Skype. 
It was easy for HolyCow to export the scenes and send 
them over to us for revision. The beauty of working with 
Harmony and its great digital ink and paint capabiliti 
that, despite all the colour changes we made along the 
way, HolyCow was able to implement them right away 
and apply great textures and gradients to meet our 
requirements. Within a few hours, | was receiving the 
corrected version!" enthused David. “Harmony’s colour 
palettes kept steady across the project as HolyCow was 
able to import them from one epi: he next to gain 
time. This really simplified the process,” he added 

“Although Fantoons was hand drawn in 2D, we were 
able to try out how to animate it directly, paperless, in 
Toon Boom Harmony. In our experience, it was good to 
use this solution for a series, wherein you had a reliable 
library and could use the characters and props over and 
over again. This is useful for as it lessens the tedious work 
of building the same characters throughout the episode. 
We were also pleased with Harmony’s strict naming 
conventi as the f ould not get lost nor could any 
changes be applied without us knowing,” explained Dixie 
Calansingin and Carlito Del Mundo, two animation team 
members. 


is 


The team at NoseCode Productions is dedicated to 
the spirit of the 1940's and cartoons and feels they 
can play in the big quys backyard. “Being a small studio, 
we are grateful to Toon Boom's technology to enable us 
to create hand-drawn animation of the highest quality at 
an affordable cost. Not only we can keep the wonders 
of exaggeration of the cartoon world that we loved from 
the greats like John Kricfalusi, but we do it cheaper!" 
explains David 

Each episode is, on average, two-minutes long and 
delivers a d laugh. While the first episode js for all 
ages, the second one was more eday and better suited 
for an adult audience; the third one offers ag balance 
of the two. Even kids can watch! Check them out on 
youtube.com/fantoonstv and facebook.com/fantoons 

This sharp concept around a classic parody of celeb- 
rities has propelled NoseCode Productions into a new 
realm of business opportunities. Beside their regular 
revenue stream from commercials and animated open- 
ing sequences, the team creates entertaining stories for 
their customers and relies on a viral approach to promote 
them. This new shift in the studio's evolution has already 
translated into additional work and opened the door to 
new ventures such as viral campaigns and gaming, In 
addition to Fantoons, NoseCode Productions has a busy 
pipeline with three other animated series, a short animat- 
ed film, and a sit: in development. Their creativity will 
surely make the headlines again! « 
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Even though Echo Media may look 
like a newly-formed company, 
it actually brings together 
the television and feature 
film production arms of 
Equipe Spectra, a power- 
ful and well established 
Quebec — entertainment 
group. Created by Luc Chate- 
lain in 2010, Echo Media serves 
as the main umbrella for Spec- 
tra Animation, Films Zingaro, 
Amérimage, Spectra Virage 
and Sogestalt. 


Echo Media has a remark- 
able track record in produc- 
ing excellent programming 
for youth As an exam- 


ple, Toopy and 
Binoo has been 
an overnight 


success in Cana- 
da and has also 
been sold to over 
150 countries 


12 Toon Boom News :renicsor 


Working closely with its creators, Echo Media has 
managed to keep the authenticity and integrity of their 
projects. This is once again reflected in their new project 
entitled Life on the Block 


Created by Christian and Yvon Tremblay, Life on the 
Block is a series of 26, twenty-two minute episodes based 
on the hilarious characters from Lévesque & Turcotte’s 
highly successful comedy show. Life on the Block is done 
entirely using the Toon Boom pipeline, and will air in 
primetime on Radio Canada, Intemational distribution is 
being handled by Toonz US who are already negotiating 
several opportunities with international broadcasters 


ecm m = 


Produced by Dominique Mendel!’ and directed by 
Sylvain Lavoie”, this project gathered a great team of 
writers, both English and French to preserve the snappy 
humour that will become Life on the Block's trademark 
The plot is set in an apartment building owned by Stan 
Tucker, as the hilarious characters come across each other 
they also manage to make Stan’s life miserable For him, 
life is totally upside m_ His inherited apartment build- 
ing is a fixer-upper’s nightmare, his tenants are twisted, 
his teenage daughter and her 6 year-old kid drive him 
crazy, and his best friend's a crook! Yet, to Stan, they're 
all family and he'll do anything to protect his world from 
falling apart 

Produced over a period of 18 months, Life on the 
Block is created entirely using hand drawn cut-out anima- 
tion Having worked in Flash and After Effects in previous 
productions, Dominique Mendel had planned to under 
take this project using that same technology However, 
right before starting the production, she re-evaluated 
her decision and decided to adopt the Toon Boom pipe- 
line instead “Between Storyboard Pro and Harmony, 
we felt the benefits of using such a complete pipeline 
from pre-production to final rendering were tremendous 
Compared to our previous set-up, the powerful anima- 
tion capabilities and integrated workflow were by far 
superior,” stated Dominique 
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Another important component relates to asset manage- 
ment in Harmony “Our goal was to use a robust technology 
that could carry the project in the years to come, not only 
in the asset library and reuse front, but also, on the tech- 
nology front Harmony is continuously evolving to meet 
studios’ needs and push the creative envelope further,” 
added Dominique 

Producing a cut-out series implies the creation of sever- 
al backgrounds, rigged characters and animated sequenc- 
es, all stored in the library for future re-use This will be an 
added advantage when it comes time to create the next 
season, as the team will be able to access all these assets 
with ease 

Approximately sixty people worked on Life on the Block 
Season | The pre-production was done at Echo Media 
while the animation was done at Toutenkartoon Canada 
(TTK) Sylvain Lavoie used Storyboard Pro to create the 
rough boards, including camera moves. “I love working 
with Storyboard Pro for many reasons First, it speeds up 
the revision process tremendously Secondly, it enables 
us to deliver more accurate information to the animation 
team. Thirdly, Storyboard Pro enables us to build the asset 
library and reuse them [the assets] as needed Finally, it is 
so convenient to be able to drag and drop the script into 
the dialog boxes and add the necessary action notes. Not 
only do we not waste paper anymore, but also we no longer 
need the photocopier and post-it papers!” stated Sylvain 


Echo Media and TTK’s were pleased to find a excellent 
pool Boo 
most of them coming from the highly-praised Cegep 
du Vieux Montreal Having such a solid foundation in 
animation, their integration into the studio was very 
the team 


of talent already trained on Te m Harmony, 


smooth Interestingly enough, a few members 
come from different backgrounds and have found the 
digital world a great place to connect with the younger 
generation 

Considering Harmony's leading-edge capabilities, 
more and more studios are choosing to keep the entire 
production process under one roof, or at the very least 
local, thereby gaining an advantage in quality control, 


cost and speed Echo Media confirms that trend and sees 
tangible benefits in maintaining such close proximity to its 
production team Once the storyboards, colour palettes 
and effects library are approved, they are passed on to 
the TTK’s team for them to start the animation creation 
“All creative development comes from Echo Media and 
the process is very sm: 
quality of the project,” stated Dominique 

Life on the Block delivers loads of humour that will be 
appreciated by audiences throughout the world Echo 
Media is already keeping the momentum going by writing 
the script for Season II, so make sure to watch it when it 


oth We are quite pleased by the 


comes in your neighbourhood! « 
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Big Jump Produc 
tions is a privately 
owned, independent, 
2D hybrid animation 
production facility that 
specializes in the seam- 
less combination of 
traditional and digital 
techniques, Their team 
of industry  profes- 
sionals is comprised 
of highly accredited specialists in all elements of produc- 
tion, who are prepared to develop projects from concept 
to post. Having recently chosen to adopt the Harmony 
pipeline for their upcoming productions, the team is ready 
to undertake any project. "The decision was very simple 
it's intuitive, it will inject cost and time efficiencies into 
our pipeline, it increases our talent pool output with the 
Is to raise the creative bar and has already dramatically 
increased our client roster base. Kidscreen 2011 was an 
exciting market for Big Jump, the news of us acquiring 
Harmony was extremely well received spawning oppor- 
tunities worldwide. There is no doubt that Toon m is 
an industry leader and Big Jump is absolutely thrilled to 
be part of the family," said Rick Morrison, President at Big 
Jump Productions. 


‘ilmes’ experience with n Boom started in 2007, 
when Jonas Brandao, a student at the time, used Toon 
Boom Solo to create his graduate short film, A Common 
Place, Fast forward to the present day, A Common Place 
has received a number of awards in animation festivals and 
Jonas and his partners, Guille Hiertz and Victor Canela, 
are running Split Filmes. Located in Sao Paulo, Brazil they 
provide animation services and create their own unique 
content. Their most recent endeavour is a series of inter- 
stitials for Nickelodeon Latin America called Captain 
Constantine and the Salty Pudding Island, animated 
entirely with Toon m Harmony. The kid pirate Captain 
Constantine and his first mate, First Duck Linus, have 
conquered pretty much everything the seven seas had 
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: The team also creates edutainment cartoons on religio 


to throw at them when they set out on a new challenge: 
becoming the greatest, dirtiest, snappiest castaways that 
dry land has ever seen. The dry land in question is none 
other than Salty Pudding Island, a place known for its fast- 
moving fun, teddy bears and Elvis impersonators. "As we 
have now upgraded to Harmony, everything is simpler, 
more easily integrated and intuitive than before. Oh! And 
the absence of a physical dongle has made it easier for us 

o split the tasks and work from different places,” shared 
Victor Canela, Creative Director. 


Techvision Sistemi Multimediali is based in Frascati, 
near Rome. Over the last four years this small company has 
worked to validate cultural heritage through audiovisual 
products for visitors to archaeological sites and museums 
in Italy. As leader in the production of edutainment DVDs 
for children and youngsters of different age groups, Tech- 
vision promotes culture by telling stories and using the 
language of animation and cartoons to make learning fun. 
Techvision’s productions are present at UNESCO sites 
such as Cerveteri, Tarquinia, Villa Adriana in Tivoli and 
particularly prestigious areas such as Paestum, as well as 
museums of national importance such as the Archaeologi- 
cal Museum of Florence, the Sienese Museums, and others. 


themes, targeted to families. Powered by Toon Bx 
Animate, illustration and animation make it possible 
create stories set in any historic period, Such is the case of 
Con Buffaldino alla scoperta di San Gimignano (Buffaldi- 
no and the Discovery of San Gimignano), which retraces 
life in San Gimignano from the Middle Ages to the Renais- 
sance Period, from a historical and artistic point of view: a 
story which valorizes the Civic Museum of San Gimignano, 
housed in the Municipal Building of this fascinating Medi- 
eval town, visited by millions every year. "We enjoy 
Animate's intuitive interface and simplicity of use; it 
enables us to optimize cut-out animation, making it quick 
and easy. With Animate, the user can enjoy creating effects 
and improve camera movementin the 3D space,” explained 
Franco Viviani, Owner, Techvision Sistemi Multimediali. 


The BrainStreet Group has been providing a complete 
range of management information and business system 
consulting services for government and private sector 
agencies in Guyana and the Caribbean 
region since 1994. In the last decade, 
the company has sought to diversify 
its product offerings and business 
channels. In 2006, they launched 
the BrainStreet Online Learning Plat- 
form www.brainstreetlearning.com in 
recognition that educators through- 
out the world are using the Internet 
as a powerful educational tool. The primary objective of 
this online learning environment was to provide publish- 
ers, instructors, students and administrators with a more 
flexible and powerful learning tool that will enhance the 


learning experience through the power of the Internet. 
In 2010, the BrainStreet Group signed a Memorandum of 
Understanding with Toon Boom Animation Inc. to utilize 
their software tools and expertise in 
the development of an offshore facility 
which will provide animation and relat- 
ed production services to international 
television studios. These services will 
include; storyboard production, char- 
acter and props design, background 
and layout design, sound design, post 
production, licensing and distribution, 
The company plans to open the facility in March 2011. Long 
term plans include the integration of the online learning 
and cartoon services products to provide enriched online 
educational content for regional and worldwide markets. 


Street 


ATOMIC MIGRATES FROM 
FLASH TO HARMONY 


Atomic Cartoons is an independent full-service animation 
studio located in Vancouver, Canada. Atomic creates and 
produces animation for television series, commercials, music 
videos and features. Atomic Cartoons partners Mauro Casa- 
lese, Rob Davies, Trevor Bentley and Rob Simmons head-up a 
landmark studio that includes some of Canada’s most creative 
animators, directors, producers and writers. Adept at multiple 
genres and animation styles, Atomic Cartoons is internation- 
ally recognized as one of the leading animation studios in 
North America. “Atomic has been sitting on the animation 
software fence for the last 5 years or so... at least whenit came 
to adding Toon Boom Harmony to our quiver of tools. We've 
always liked the thought of a specific animation package that 
was built for animation, as opposed to using software that sort 
of works for animation, but wasn’t really giving us everything 
we needed without workarounds and various additional steps 
using multiple software packages. If you're producing any 
digital 2D animation you know what I'm talking about. As we 
became increasingly frustrated with our software situation we 


were compelled to make some decisions. At the end of 2010 
we finally got off the fence and decided to migrate to a full 
Harmony system,” explained Trevor Bentley. 

“What took us so long?” he asked. Trevor Bentley answered 
this question by stating the following: 

Price. “Obviously price is a large part of delaying our move 
to Harmony. We had already invested in numerous seats of 
Adobe Flash. Our production pipeline was already well estab- 
lished, both here in Vancouver, but also in our partner studios 
overseas. So to buy into a new production system required us 
to really make a firm commitment in this direction.” 
Familiarity. “We have been producing series animation in 
Flash for over 10 years, so for us to adopt a new system isn’t as 
easy as say buying 3 new brand of pencil or a fancier comput- 
er. Our animation crews were very comfortable with how they 
were producing animation, but with some of the things we 
were seeing within the Harmony system we were very enthu- 
siastic about the move. Another important factor was that 
Vancouver already had a large pool of Harmony trained staff, 
so that tempered our concerns as well.” 

Opportunity. "We needed the right opportunity to make 
the switch. That opportunity came when we were planning 
two upcoming projects, both for very high profile clients. The 
projects are both very ambitious animation wise. The style of 
the shows dictated that the character movements needed to 
be fluid, as well as having a requirement for more of a tradi- 
tional animation look, while still giving us the ultimate in digi- 
tal control. A big plus for us on both projects was that our 
clients weren't married to a specific software package, We 
weren't trying to fold into an existing production pipeline, so 
we had flexibility on choosing how we were going to produce 
the animation. Our clients were only concerned with it looking 
great and working for their brand. So, we decided this was the 
chance to jump into Harmony.” 

“So far we've been impressed with Harmony. Once we have 
a solid build or character rig done animation is a breeze. The 
controls are fantastic. We're also really excited by the multi- 
plane camera. We've been happy with the drawing tools 
in Harmony as well as the support we've received, both on 
in-house training but in response to technical requests. Some- 
thing that we haven't had in the past with other suppliers,” 
Trevor concluded. 


Wayne Wilson is an English teacher with a strong artis- 
tic streak who also creates animation. A native Californian 
living in Japan, he has worked as a pianist, illustrator, comic 
artist and teacher of maquette-making. A former Ti 
Be Studio user, Wayne has adopted Animate Pro for his 
projects. Recently, he completed My Favorite Husband, 
a full 25 minute animation which has a lot of people talk- 
ing (the animation was created using a 1946 radio broad- 
cast soundtrack around which the animation was built and 
demonstrates Animate Pro's superb lip-sync feature). “Cut- 
out puppets seemed like a good choice. For shorter anima- 
tions of a minute or less, | might choose to use traditional 
frame-by-frame drawing techniques. Anything is possible 
in Animate Pro, All the tools | could ever want are available 
at the click of a mouse, and production is a fast-moving 
exhilarating experience. I'm always planning the next proj- 
ect,” explained Wayne. When creating 2 cut-out project, 
the library tool plays a critical role. “The more templates | 
make, the bigger the library becomes. The library makes it 
very easy to keep track of backgrounds, character designs 
and colors, The productivity curve goes up as | progress 
through the production,” concluded Wayne. 


Brent Lowrie runs his own boutique animation studio, 
Anomaly Animation Stu: out of Brandon, Manitoba 
Canada. Brent has been king in visual communications 
for over 20 years, the last 15 focusing on animation and 
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illustration. Following his graduation from Vancouver Film 
School, he was hired by Walt Disney Television Anima- 
tion Canada. This gave him the chance to put his classical 
animation training to work on projects such as the sequels 
to Peter Pan, Beauty and the Beast, Little Mermaid and 
Pocahontas. Being a former Flash animator, Brent fully 
appreciates Toon Boom Animate’s features when it comes 
to creating quality animation efficiently: “I have improved 
my productivity considerably with Animate. As a classi- 
cally-trained animator, who learned to flip paper before | 
had even heard of Flash, | find that Animate speaks my 
language. The fact in use an x-sheet rather than just 
a timeline makes working in Animate feel familiar and 
comfortable. The ability to globally alter colours and colour 
palettes simply by changing the colour in the palette 
library is a huge productivity gain, Creating camera moves 
by actually animating the camera is a no-brainer that saves 
hours over fighting with workarounds like putting the 
entire contents of the scene in a symbol and scaling it,” he 
explained. Brent has just upgraded his suite to Harmony 
and Storyboard Pro and begun development on a series 
of shorts entitled Haggis. 


Andreas Paloologos jis a freelance artist who believes 
that animation is 2 language accessible to all ages regard- 
less of cultural background. Operating from his Studio 
Palegolas in Oslo, Norway Andreas work consists of short 
animated projects, with quite a few impressive music 
videos. One of his most important accomplishments is the 
animation work he did for MTV International. His animated 
music video Once We Were Penquins won the MTV Art 
Break and has aired throughout the worldwide MTV TV 
network for several years. A longtime user of Toon Boom 
Studio, Andreas started using Animate Pro in 2010 for all 
his traditional animation projects. One of his latest was 
0 second cell animation with 27 shots; he did all of 
rd, animation and ink in just one month. “Cell 
“t always have to require huge teams and 
production you know. It can all happen in a one- 
0," stated Andreas. 


Matthew Darragh is 3 New Zealand-b 
and film maker w hort films have won num: 
national awards. At Dublin's Brown Bag Films he direct 


rn writer, animator 


usinter- 


d 


9 levision series, 
3 3's Wobbly Land and Chorion Enter- 
nment’s Olivia. Matthew recently animated a short film 
led The Monk and the Fly which was funded by the Irish 
tirely with Toon Boom Animate 
short films that work as parables and 
ct medium for 
of my characters 
ay a lot of emotion 


tories. The featu 
e simple sol try and por 
with the body poses. | think snappy animation really suits 
vector based programs like Toon Boom, so | try and keep 
tions quick and broad whenever possible. | think 
Boom can produce animation that looks very fluid 
and traditional. Th hard to do with digital software,” 
said Matthew. 


toonboom.com/pro 
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Toon Boom Studio is the primary software used to teach 
students animation fundamentals at Capistrano Valley 
High School in Mission Viejo, Califomia This takes place 
in a year-long, college prep course called the Art of Anima- 
tion which is part of the Capistrano-Laguna Beach Regional 
Occupation Program Instructor Kent Baker refers to Toor 
Boom Studio as the workhorse of the program The versatil- 
ity and depth of the software allows students to fairly easily 
create character designs, storyboards, animatics, frame-by- 
frame animation, and interpolated special effects “It’s not 
long before they're producing impressive, finished sequenc- 
es," said Kent Student projects are uploaded to the ACME 
Animation website, where they are commented on by other 
middle school, high school, and college students "Over the 
last few years, there has been a dramatic increase in Toon 
Boom Studio uploads on ACME," said Kent. “Our kids enjoy 
seeing all the different projects being done by the other 


schools in familiar software Students exp 
the first time need software that allows 


ring animation for 
histicated work, 
but is doable,” he continued “Toon Boom Studio strikes a 
nice balance between work and reward When kids can’t wait 
to show their friends their projects, | know we're doing some- 
thing right" 


Sheldon High School 
students 
to meet standards of 
excellence that foster 


empowers 


intellectual 
ity Their 
program equips them 
with the skills that will help ready them to be responsible, 
productive, creative and employable citizens who effectively 
communicate in a culturally diverse and technologically based 
society The Sheldon High School Animation program -known 
as K9 Studios - guides every student in developing creative 
andtechnical skills These skills apply specifically fora career in 


curios- 
animation 
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animation, but knowledge gained is applicable in other fields 
in technology and entertainment. Students will be exposed 
to every skill set needed in the field of animation, and be able 
decide which path to pursue in post secondary education 
oftware is a critical component to the success of an anima- 
tion student Sheldon High School Animators are trained 
on Toon Boom Studio throughout advanced courses to 
complete animation, inking & painting and compositing work 
in class exercises and final projects. “K9 Studios students are 
contributing to a short film projected entitled Nail’d which 
professionals from Pixar, Disney and Cartoon Network are 
mentoring and teaching the students which Toon Boom is a 
crucial component of the project,” commented Shawn Sulli- 
van, K9 Studios, at Sheldon High School 


Austin Community College District (ACC) opened in 
1973 with a mission to provide open door access to afford- 
able, quality higher education Since then, ACC has grown 
from one campus with 30 programs to eight campuses with 


over 235 programs and 44,000 students As one of the larg- 
est 2-year colleges in the state of Texas, ACC is proud to offer 
a wide range of career opportunities in the work force area 

CC's Visual Communication Department offers ten 2-year 
degree programs in graphics and animation with an enroll- 
ment that exceeds 3115 students In their 2D Animation 
area, Toon Boom Animate Pro has become a major part of 
the curriculum with an entire class devoted to software train- 
ing, and a production class that uses Animate Pro with other 
software for the completion of animated short features "We 
introduced Animate Pro in the fall of 2010 and the students 
were very enthusiastic They are excited about leaming such 
a powerful animation tool, and look forward to the career 
opportunities that will open up forthem Plus. they think it's 
really cooll In my opinion, Animate Pro is the best thing that's 
happened to our program in a very long time. | am looking 
forward to incorporating it into my professional animation 
studio as well,” concluded Mike F Stevens, Associate Profes- 
sor, 2D Animation at Austin Community College 


Since 1996, Toronto-based Yowza Animation has 
successfully delivered animated productions for a vari- 
ety of projects and clients including Disney, Warner Bros 
and Fox Feature Animation. Projects include: The Quest 
for Camelot, Osmosis Jones and Looney Tunes: Back 
in Action, Titan AE and 101 Dalmatians II for Disney TV. 

In 2004 Yowza actively expanded into digital anima- 
tion by creating Yowza Digital, which has completed 
several features, series, television spots, and pilots. 
Through various platforms, including Toon Boom, Maya, 
Softimage and Flame, the Yowza companies are able to 
work in any medium. Yowza Digital currently develops 
the company’s proprietary content. 

Yowza has 10 core staff, to which they can add anoth- 
er 40 when in full production. If you take the production 
of visual effects into consideration, this brings resource 
requirements up to 60 personnel at full capacity. 

In 2010 Yowza Digital was delighted to see one of their 
long term goals come to fruition. Working on Yowza’s 
initiative, Durham College, one of Ontario's leading 
colleges, created an innovative program for their exist- 
ing animation department. This program is designed to 

Prepare students for the animation industry. 
This exciting development helped moti- 
vate Yowza on two fronts; 1) to build 
a new working model with industry 
partners to ensure the delivery of the 
creative product was on target, 2) to 
work with students to ensure their read- 
iness to work in the industry. 

By working with Toon Boom 
Harmony, Yowza was able to 
mentor eight students through 
a real-time — production 
pipeline of 20 four minute 
episodes, to be aired by Cana- 
dian broadcasters, TVO and 
Knowledge Network. The 
students paid internship 
spanned 19 weeks and 

enabled them to gain real 
studio experience. This 
first-hand experience 
also had the added bene- 
fit of allowing the students 
to fill any gaps they had in 
their knowledge of how a real- 
time production pipeline actual- 


GROOMING GRADUATE STUDENTS 
FOR BETTER MARKETABILITY 


ly works. To cap this great initiative, two of the students 
were hired by Yowza and, upon their graduation, had the 
chance to embark on their careers in animation 

In essence, this opportunity brought students out of 
the school setting and into Yowza's professional studio. 
By working at Yowza, the students experienced life in a 
true professional setting, supplementing their education 
in animation methodology and learning first-hand exact- 
ly what the industry requires and expects to be delivered 
The program also provided the students with their first 
chance to work with professionals; in this case, Yowza's 
experienced directors and producers. The internship has 
made the students more employable and offered them 
hands-on introduction to the production and connec- 
tions with invaluable contacts within the animation 
milieu, It also provided support in building sophisticated 
portfolios, and how to leverage their marketability in this 
highly competitive and dynamic profession, 

In the long term Durham College will benefit by using 
the platform as a prototype to inform curriculum devel- 
opment for advanced study and innovation. 

In order to steadily accumulate and maintain a pool of 
local talent within Canada and its provinces, it is impera- 
tive for Canada’s cultural industry to support and devel- 
op programmes like the one developed by Yowza Digital 
and Durham College. Cultural industries are notorious 
for losing talented animators to their US and internation- 
al counterparts, mainly due to the diminished quality of 
innovative projects being offered in Canada, The success 
of this internship project has proven that it is a practical 
way to educate individuals in the Canadian animation, 
gaming, music and web development sectors. This proj- 
ect will also introduce them to other companies based in 
Ontario and Canada allowing them to grow and perfect 
careers, while staying in Canada and contributing to the 
growth of Canada’s economy and cultural sector. 

The exciting prospect that this phenomenon can be 
applied to other countries sets the Yowza experience as 
an example to replicate. It is well understood that new, 
young talent most often offers innovative ideas and 
approaches in the media sector. These factors makes it 
incumbent upon local studios, educational facilities and 
government to create interesting and unique opportu- 
nities that keep these bright minds in their midst. The 
success of Yowza and Durham College's clever initiative 
calls for other studios to bond with educational facilities 
in their vicinity and paves the way to creating a stronger 
and more robust animation industry. 


Ready to Use Curriculum 


The Toon Boom Special Student Program offers 

a great opportunity for higher-ed students to 
equip themselves with the tools of the trade at an 
exclusive price. 


This unique offer enables your students to 
© Employ industry standard tools in animation 
production 
© Address all animation meth 
© Create professional portfolios 
* Develop a marketable skill 


logy and styles 


Make sure to share this announcement with your 
students! 


For more information, please contact 
jemic@toonboom.com 


for, Ke12 Teachers 
STE 


Extensive Curriculum Library 


* Cross-Curriculum ideal for Math, Science, 
History, Drama and Geography 

* Art Curriculum for developing artisic abilities, 
logical thinking and self-expression 
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Flip Boom Classic Curriculum now available in Polish 


As part of the Orange Academy Program, the Chil- 
dren's Art Centre in Poznan delivered a series of anima- 
tion workshops to elementary school students from the 
Jeziorki Primary | and the Debinka Community 
Primary School No. 3, all using Flip Boom Classic and 
its art curriculum. Agnieszka Krajewska coordinated 
this inspiring pilot project which resulted in the publi- 
cation of a book on animation filmmaking for children. 
The project is such a success that the k is already 
distributed yer 400 elementary s n Poland. 
Congratulati 


WARSZTATY 
ANIMACIL 
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Animation professionals employ their craft in film, 


television, Internet media and video games, combining 


artistic vision and technical mastery to bring artwork to life 
They are knowledgeable about the theories associatedwith 
the medium aswell as its contemporary context andhistory 
Savannah College of Art and Design (SCAD) have been 
named among the world’s top animation schools and 
among the “Ivy League of Animation” by 3D World 
magazine Students are able to study animation at one 
of three SCAD locations, Savannah and Atlanta GA and 
Hong Kong 

Within the School of Film, Digital Media and Performing 
Arts, SCAD animation students have opportunities to 
collaborate witl 


others in visual effects, interactive design 
& game development, motion media, production design, 
sound design and film Addition opportunities exist with 
students from the School of Communication Arts studying 
sequential art and illustration 


The BFA program emphasizes the art and craft of 
animation in both traditional and digital media Drawing 
and observational skills are emphasized throughout the 
curriculum 

The MA. program provides advanced skills-based 
learning within a context of broadening student awareness 
of animation storytelling 

The M.FA. program allows students to explore, in 
greaterdepth, areas of animation theory and specialization 

Animation students can extensive 
range of electives to develop skills in specialized areas 
such as traditional and paperless 2D character animatio 


select from an 


3D (CG) character animation, stop motion anima 
experimental animation, digital modeling, rigging, 
lighting and look development, layout and character 
design The department's tool of choice for digital cel and 


paperless animation is Toon Boom Animate Pro, Similarly 
n Storyboard Pro is used for all storyboard 


s throughout the department 

Students lear on the same tools used throughout the 
industry Autodesk Maya, Adobe CS5 Master Collection 
, After Effects, Flash and Premiere), 
rd Pro and Animate Pro 
ources include a Vicon motion capture system and 
two full labs (20 seats) of Cintig 21 drawing tablets Toon 
mm products are the lopartmients choice for all 2D 
animation production needs, from undergraduate senior 
project, group projects and graduate thesis projects, 
due to their ease of use and capability to deliver what our 


students need 

Industry representatives frequently make recruitment 
visits to SCAD to give presentations, review portfolios, 
and hire SCAD graduates Companies include Activision, 
Blue Sky Studios, Charlex, Digital Domain, DreamWorks, 
Electronic Arts, Framestore CFC, Industrial Light & Magic, 
Laika, Lucasfilm Animation, Nickelodeon, Pixar Studios, 
Radical Axis, Rhythm & Hues Studios, Tippett Studio, 
Tumer Studios and Walt Disney Animation S 


Studios 


Starting a new 
production? 


“The latest Harmony solution is a leap forward to create 
\) animation of the highest quality efficiently. As a studio and 
| a producer, | would not be comfortable doing something 
this big using Flash. We feel safer with everything related 


“Atthe start of each production, we design anew rigging 
system to complement the particular style and required | 
features for that show. Harmony gives us the freedom to 
not be locked into one particular way of working.” David 
Hecker, Asset Manager, Clockwork Zoo 


The answer 
is Harmony. 


* Cost-effective integrated 
solution 

* Ideal for traditional, cut-out and 
tradigital projects of any size 
Fast ramp-up thanks to turnkey 
services 

* Optimized production with 
server-based infrastructure 

* Easy asset sharing with 
centralized database 


toonboom.com/harmony 


